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BBenenue

NrpoBas nHIyCTpUsi — OJIHA U3 CAMbBIX OOIITUPHBIX 00JIaCTeil MHIyCTPUN
pa3BJICYECHUN, B KOTOPOA 33JICUCTBOBAHDI JIECATKHU ThICAY YEJIOBEK 110 BCEMY
Mupy. st ux pa3zpaboTKu MCIIOJb3YIOTCS Pa3JInIHbIe UT'POBBIE JIBUKKU, 1
OJTHUM W3 CaMBbIX TOMYJSIPHBIX W HECJIOXKHBIX B OCBOeHUU sBJyidgeTcd Unity
Engine.

Bueonrpsl TpauuoOHHO JIEIATCA Ha MHOYKECTBO KAHPOB, M OJTHUM U3
CaMbIX U3BECTHBIX ABJIAETCA NMPUKJTIOYEHYECKUN IKIIIEH, B KOTOPOM cOYeTa-
IOTCA KaK 3JIeMEHTHI KBECTOBBIX UT'D, TaKHe KaK HaJU4Ine 3araJI0K U CIOXKeTa,
TaK ¥ OCHOBHBIE OCOOEHHOCTH SKIIEH-UI'DP: HEOOXOIUMOCTb OBICTPO Pearupo-
BaThb U KOOPIAMHUPOBATH CBOU AEHCTBHs. Y HUIP TOrO KAaHPa JOCTATOYHO

MHOT'O JIIOOUTEJIeH, YTO MOATBEPKIAETCA 00bEMOM HMX IPOJIAXK.

e Death Stranding — 5 mMunamonos!

e Hollow Knight — okoso 3 MummonoB?

e Supraland — 600 TeICHY?

YT10o0bI U3yYUTH ABMAKOK Unity U MOJIyIuTDb ONBIT pa3pabOTKH UT'D, OBLIO
IPUHSATO PEIEeHNe CO3/aTh UI'PY B 9TOM KAaHpPEe, OCHOBBIBAsICh HA UJIEAX U3
takux urp, kKak The Legend of Zelda, Deep Rock Galactic m Outer Wilds.
[IpoekT mraHUpyeTCs B MEPBYIO OYEPEIb YIEOHBIM, IIO9TOMY BHAYAJE IIPE]I-
CTOUT O3HAKOMUTHCS C OOydarormumu Marepuajgamu. CTOUT 3aMETUTh, UTO
B UT'Pe KaK B MPOJAYKTE MPENOJaraeTcsd HAJUINe MHOMXKECTBA PA3JIUIHBIX
BO3MOXKHOCTE# B3aMMO/IEICTBOBATH C MUPOM, KOTOPbIE HEOOXOIMMO PeaJIu-
30BaTh Pa3pabOTINKYy TaK, YTOOBI HE TOJILKO ITPEIOCTABUTH UTPOKY CBOOOLY
JeficTBUi, HO 1 n30eXKaTh €ro HelpeaCcKa3yeMoro MOBEICHUSI.

Jannas urpa O6ymeT mpeJicTaBadaTh cOOOM IITyTep OT MEPBOTO JIUIA C Me-
XaHUKAMH JIJIsI TIepeMeIeHns, TAKUMY KaK IIPUTATUBAIONINN KPIOK, KOTOPbIE
Oy/LyT UCIIOJIb30BATbCS UTPOKOM B TIOCTEINIEHHO OTKPbIBatoIeMcs mupe. Lle-

JIbIO CHAO>KEHHOT'O OpyxXKueM UI'poKa AdBJIACTCA UCCJACITOBAHUEC U 3aIIOJTHEHUE

Death Stranding has sold five million copies, nara o6pamenus: 13.12.2022
2Hollow Knight Silksong Revealed, narta obpamienns: 13.12.2022
3600k+ players, naTa obpamenusa: 13.12.2022


https://www.eurogamer.net/death-stranding-has-sold-five-million-copies
https://web.archive.org/web/20190310231829/http://teamcherry.com.au/hollow-knight-silksong/
https://store.steampowered.com/news/app/813630/view/3041590589761306064

JKypHaJa Ha APYroM IIaHeTe, Ha KOTOPYIO OTIIPABUJICA IJIABHBII I'epoil B
COCTaBe MCCJIEI0BATEIHCKOM MUCCUUA M Ha KOTOPOMl OH MOXKET B TOM YHCJIC

HANTU IIOCEJICHUA JIPYTUX JIIOJICH.



1. IlocTanoBKa 3aja4n

[lenbio pabOTHI ABAAETCA M3yUeHUE UTPOBOTO ABMXKKa Unity myTeM co-
3/IaHUS ITPOTOTUTIA WTPHI B KaHPe ‘TPUKIIOYEHYECKUN IKITIEH OT TEPBOTO
Jiuna” ¥ MOJTydYeHus OT3bIBOB O Heit. /I ee mocTmKeHns ObLIN TTOCTABJIEHBI

cJIeIyIonIre 3aJIadun.

e [IpoBecTn 0630p CyIIECTBYIONUX OTKPBITHIX aHAJOINOB U PYKOBOJCTB

1o paspaborke urp Ha Unity Ha M3BECTHBIX pecypcax
e Pazpaborarh cI10cOObI B3aMMOIEUCTBHU UIPOKA C MUPOM

— Ilepenpuzkenue

— HeckosibKO BUIOB Opy2KUsl (MUCTOJIET, TPOOOBUK, aBTOMAT, IIPH-

TATUBAIONIUIN KPIOK )

— Ilonb3oBaTerbcKMit mHTEP@EIIC, OTOOPAZKAIOININIT €0 XapaKTepH-

CTUKHN

e Co3/aTh CHUCTEMY COXPAHEHWSI UTPOBOTO IIPOTPECCa, COCTOSTHUS MUPA

UI'PDBI U I10JIb30BaTEJIbCKHUX HACTPOEK

® CO3,HaTb MUDP C OTKPbIBAIOMIMMHUCA 110 XOAYy UI'PbI JIOKAIUAMU, C OObIY-
HBIMI U HECKOJIbLKUMH OCOOLIMU BparaMm, a TaK>Ke HefITpaJIbHI)IMI/I

MIepCOHAYKaAMU

L] COS,ZL&TB BHYTPHUUI'POBYIO SHIINKJIOIIECANIO CHAPAXKCHUA N HEHUT'POBLIX

repconazkeit

[TpoBecTn ampobaruio cpeiu Mo Ib30BaTe el



2. O630p

B mamHOM pasjesie mpuBejieHbl 0030p HEKOTOPBIX UT'P C OTKPBITHIM KC-

XOJIHBIM KOJIOM M 0030 TE€XHOJIOT'U, UCIIOJIb3YEeMbIX IIPU Pa3pabOTKe UTPHI.

2.1. OTKpBITbIE aHAJIOTU

bBrL10 pereno BHIOpaTh HECKOJIBKO UTD, CO3AAHHBIX I 00yIeHUd KOM-

nanueir Unity Technologies, u pazobparh ux.

e FPS Microgame mocrynen s ckaauBanus u3 Unity Hub. B mem npu-
CyTCTBYeT HEOOJIBIIIONW TECTOBBIM YPOBEHb C UI'POBBIM ITEPCOHAYKEM, Y
KOTOPOTO €CTh MUCTOJIET-ITYJIEMET U PEAKTUBHBIN paHeIl, U JIBYMs Bpa-
ramu. Takzke OH BKJIIOYaeT B ceOd HeOOJIbININE NHTEPAKTUBHBIE PYKO-
BOJICTBA MO J00ABJIEHUIO TOTOBBIX BPAroB WMJIU CO3JaHUIO YPOBHEN U3
TOTOBBIX YacTell, 9TO OBLIO IMOJIE3HO, YTOOBI y3HATH OCHOBBI peIaK-
TOpa. APXUTEKTYPHO K€ ITOT IPOEKT CJIOKHO PaCIIpsieM, HO €CTb
BO3MOYKHOCTDH B3ATh M3 HETO HEKOTOPBIE CUCTEMBI ITOJI00pA ITPEeJIMe-
TOB W CHCTEMY 3J0POBbs, Pa3JleJIEHHYI0 HAa aKTOPOB, CAMO 3/I0POBbE

1 00BEKTHI, CTIOCOOHBIE TIOJTyYaTh YPOH.

e Adventure Sample Game [6] npencrasisier coboit npororun Point-
and-Click nmpuk/IIO9eHIeCKOl UTI'PBI C BUIOM CBEPXY C ABYMsi HEOOJIb-
IIIAMA YPOBHSIMY U HECKOJBKIMI HHTEPAKTUBHBIMHI IIpeamveTamu. Lle-
JIbIO UTPOKA B HEM SIBJISIETCS HAXOXKJEHHE HECKOJbKUX IPEIMETOB,
9TOOBI 3aMaCKUPOBATHCS TO/L JIPYTOTO Y€JIOBEKA M MPONTU KOHTPOJIb.
ApPXUTEKTYPHO B HEM COJIEPXKATCsI JIETKO PaCIIUpPsSeMble CHCTEMbI MH-
BEHTapsi, B3aMMOIEHCTBUsI C OKPYKAIOIMINMU IIPEeIMETaMN, PEeaKIInii
Ha COOBITHUs, COXPAHEHUS, PEAJTM30BAHHBIE ITPU TTOMOIINA HACJIE THUKOB

KJacca ScriptableObject.

OTHU TPOTOTHUIIHI TOMOTAIOT pa3obpaTrbcs ¢ padborToit au:kka Unity u

JTAfOT 0DIIee TPeICTaBIEHNE O TOM, KaK COCTABIATH ApXUTEKTYPY MPOEKTOB.



2.2. Ucnonb3yemble TEXHOJIOTUN

Pabora man urpoit Bemerca ua gasuzkke Unity Bepcum 2021.3, ckpumnThbr
numyted Ha a3bike C# 9.0. Takke u3 odurmaapbHOr0 Mara3wHa acceToB

ObLJIN B3ATHI HAKETHI

e Input System, mosBosigromuii abcTparnpoBaTh CUCTEMbBI BBOJA W BbI-

MOJTHAEMble KOMaH bl
e [lakeTn! co crpaiiTamu m 3ByKamMu

OcuoBabiME Kitaccamu B Unity Engine, oT KoTOpbIx HacemyeTcs 60IbITIH-
CTBO JIpYyTuX, sABJsioTcs MonoBehaviour [3|, orBeuarormumii 3a moBejieHTE
00BEKTOB Ha UI'POBOIL clieHe, u Scriptablelbject [5], nmosBossitomuit xpa-
HUTH WHAOPMAIIUIO HE3aBUCUMO OT IK3EMILIAPOB 00bEKTOB Ha crieHe. dTo-
OBbI UX UCIOJIHL30BaTh, HY?KHO TIEPEHECTH UX B CIIEIUAJILHOE OKHO, HA3bIBae-
MO€ MHCIIEKTOPOM U TTOKAa3bIBAIOIee MH(MOPMAITUIO O BLIODpAHHOM 00bEeKTe Ha
criee. KaxkmoMy TakoMy OOBEKTY COOTBETCTBYET KOMIIOHEHT Transform,
XpaHATIN THPOPMAIIIIO O MECTOTOJI0XKEHUN, TIOBOPOTE W pa3Mepe.

g co3nanus coObITHII, KOTOPbIE MOYKHO MOJIUUITMPOBATH B WHCITEK-
TOpe, UCIOJIb3yeTcsd Kiaacc UnityEvent, a Takxke aOctpakiusa GameEvent u
GameEventListener [1], mo3Bosisiomnas OTAEINTh BBI3bIBAEMOE COOBITHE OT

peakiuu Ha Hero. lIpuHiun paboThl moka3aH Ha PUCYHKe 1.

[ Game Event Listener ]

Unity Event [ Game Event Listener ]

[ Game Event Listener J

Puc. 1: Cucrema cobbrTuii

st paboTh ¢ hU3UKOI IepcoHarka ObLIT UCIIOJIB30BaH KOMIIOHEHT Rigidbody,

CUMYJIMPYIONIN TBepioe TeJi0. i BbIIIOJIHEHUS TOBTOPSIONINXCS JeACTBUIMA
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Jyepe3 paBHble MHTEPBaJbl BPEMEHHN HCIIOJIb30BAJNUChH CIIEIMaJbHbIE UTepa-
TOpbI, Ha3biBaeMble KopyTuHamu |2]. Takke BaKHBIM KOMIIOHEHTOM JIJIsI
OTPHMCOBKY TOJIb30BATEILCKOTO MHTEp(eiica siBisiercss xojct (Canvas), Ha

KOTOPOM COJIEPKATCA OCTAJIbHbIE KOMIIOHEHTHI:
e Craiinep, BU3yaJibHO oToOparkarommii 3Hadenus: ot 0 1o 1
e Tekct, ncnosnpaytoniuii maker TextMeshPro

e Layout Group, cayzKaluii pa3MeTKoil JJjisd JOUePHUX JIeMEHTOB WH-

Tepdeiica



3. Peanmuzaiusa

B nepBom cemectpe paboTta Besach B OCHOBHOM HAJ UT'POBBIM IIEPCOHA-
JKE€M ¥ BO3MOXKHOCTSIMH €0 B3aUMO/IECTBHSI C UT'POBBIM MUPOM. [ 7106a16HO
€ro PeaTU3aIuio0 MOYKHO Pa3/IeIUTh HAa 3 OTIAE/JbHBIX YaCTH: ITepeBIKeHNe,
yIpaBJeHue Opy:KHeM, yIIpaBjeHre mHBeHTapeM. VITPOoK i JOCTyIa KO
BCEM HUM WHCIOJIB3yeT CIeNuabHbIil WHTepdeic U 3aaHHble KHOIKHU Ha
KJIAaBUATYPe.

Kpowme Toro, ObLi1a co3mana cucreMa COXpaHeHUs UTPOBOTO IMIPOrPecca u
HacTpoek B daits popmarta JSON.

[Ipr OTKPBITUYM UTPHI TTOSABJIAETCA MEHIO, B KOTOPOM MOXKHO Ha4YaTh HO-
BYIO UT'DY, HMPOJOJIKUTH yKe HAYATYI0, OTKPBITh MEHIO HACTPOEK WJIU 3a-

KPBbITh PUJIO2KEHUE.

3.1. ¥YrpaBJjieHUE UTPOBBIM MEPCOHAKEM

Jlitst 06paboTKu BBO/IA OBLI MCIOJIb30BaH makeT Input System, mo3BoJis-
IOl CBA3aTh TpeOyeMble CIIOCOOBbI YIIPABJIEHUS U CBA3aHHBIE C HUMU JI€ii-
CTBUS B OT/Ae/IbHOM OKHe BHYTpHu Unity. /Ima o6paboTku BBOsA OBLI CO3MaH
KJiacc InputController, B KOTOPOM HPOUCXOAUT IIOJIyYE€HUE BBOJIA U IIepe-
HallpaBJIEHUE €TI0 Ha HYKHbIE METOJbl, JIezKalllie BHYTPU APYTUX KJIACCOB-
KOMTIOHEHTOB MonoBehaviour na urpoke. B ckpunrte PlayerMovement wuc-
nosib3yercda merol AddForce xkommionenTa Rigidbody, npuHuMarommuii Bek-
TOP CUJIBI U PEXKUM IIPUMEHEHUd CUJbl, B JIJAHHOM Cjy4dae — U3MEHCHUe
ckopocTu. UToOBI CKOPOCTh He HabupaJsach OECKOHTPOJBbHO, UCIIOJIb3yeTCsI
MeTon LimitVelocity, orpanmuuBatoriuii ee. [Ipu Gere sta MakcmMasibHAs
CKOPOCTD IOBBIIIACTCH.

Jna moBopoTa Kamepbl ObLI co3iaH cKpunT PlayerLook, MCIIOIB3YIO-
muit KoMmoHeHT Transform, mpucymwuii BceM oOObeKTaM Ha CIleHE U CO-
JIePKAIIU ITOBOPOT, MO3UIIAIO U pasmMep 00beKTa. ApPXUTEKTypa CUCTEMBbI
yIOpaBJIEHUs MEPCOHAXKEM IIPEJICTaBJIeHA Ha PUCYHKE 2.

i mpbIzKKa HEOOXOJIMMO, YTOOBI TIEPCOHAXK HAXOJWJICA Ha ITOBEPXHO-
CTU, HAKJIOH KOTOPOU He TpeBbINaeT 45 rpajaycos. g mpoBepKu 3TOro

UCIIOJIb3yeTCsl cTaTuyeckuii MeToy Physics. SphereCast [4], koTopslit ipo-
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MonoBehaviour
PlayerMovement

+ ProcessHorizontalMovement(Vector2): void
+ ProcessVerticalMovement(): void
+ Jump(): void

MonoBehaviour
InputController

- LimitVelocity(): void
- IsGroundedCheck(): void

.

MonoBehaviour
PlayerLook

+ ProcessLook(Vector2): void ’

.

Playerinteract

( MonoBehaviour l
+ Interact(): void J

.

Puc. 2: Cucrema yrnpaBiieHus UTPOBBIM IIEPCOHAYKEM

BOJUT cepy OIpeIeJIeHHOr0 pa3Mepa B YKa3aHHOM HalipaBjeHuu. Fciun
OHA KaCaeTcd MOBEPXHOCTH, ITPOBEPSAETCS yroJl, U €CJIU OH MEHbIIle YKa3aH-
HOT'O 3HAYEHUS, TO TIEPCOHAXK MOXKET IPbITaTh. JDTa IIPOBEPKA TPOBOIUTCS
KaXKJIbIl KaJIp, TaK KaK OHA TaKKe MCIIOJIb3yeTCsl, YTOObI TPUMEHATH Tpe-
HIE K IIePCOHAKY M YTOOBI ITIEPCOHAXK He MeHsT Oer Ha XOAb0y mIm 00paTHO

BO BpeMs MPBIXKKA.

3.2. Cucrema opykus

bBbuim peasmm3oBanbl 3 TUTIA OPYXKUI — aBTOMATUYECKUI TTUCTOIET-TTyJIEMET
1 HeaBTOMAaTUYIeCKUe MTUCTOJIeT U KPIOK-KommKa. Kiaaccel Gun 1 GrapplingGun
peanu3yioT mHTepdeiic IWeapon, MO3BOSIONINNA CTPENATD U epe3apaKaTh-
csl, ¥ HacJIelyroTcsd oT MonoBehaviour, 9To MO3BOJISET IIOBECUTHh UX HA 00'b-
eKTbl opyxkwuii. [lepBbIil Tpu cTpebOe MHCTAHIIUPYET YU, JIETAIIAE II0
IIPAMOIl OIIpPeJICJIEHHOE KOJIMYECTBO BPEMEHM, & BTOPOI IPU IIOMOIIN KOM-

rnnonenTa LineRenderer mHcrannupyeT JUHUIO OIPEIEJICHHON JJINHBI B YKa-
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3aHHOM HallpaBJIEHUU 1, €CJIN OHa CTOJIKHYJIaCh C 00BEKTOM Ha PaCCTOAHNN
MEHbIIIE MaKCHUMaJIbHOI'O, UTPOK HaYMHACT IIPUTATUBATHCA K HEMY.

ApxuTeKkTypa CHCTeMBI OPY:KUil IIpeACTaBIeHa Ha PUCYHKE 3.

<<interface>>
~ — = IWeapon < — — —
MonoBehaviour| Shoot(): void MonoBehaviour
Gun StartReload(): void GrapplingGun
J J
\4
ScriptableObject Gunit
unitem
GunData ScriptableObject
+ showName: string + isObtained: bool WeaponManager
+ damage: float + gunData: GunData
+ canAutoShoot: bool + hasShot: bool - weapons: List<Gunltem>
- - - onChangeWeapon: UnityEvent
+ currentAmmo: int + Obtainitem(): void + currentindex: int
+ ammoCapacity: int
+ fireRate: float . .
+ reloadTime: float + Changelndex(string): void
+ isReloading: bool + Changelndex(int): void
+ gunPrefab: GameObject ﬂ\
MonoBehaviour (
WeaponController MonoBehaviour MonoBehaviour MonoBehaviour
AmmoUl ReloadUl FireDelayUl
- weaponManager: WeaponManager - - - -
- currentWeapon: IWeapon + UpdateAmmo(): void + OnReload(): void + FillBar(): void
+ UpdateWeapon(): void + OnChangeWeapon(): void + UpdateBar(): void

+ StartShooting(): void
+ StopShooting(): void
+ StartReload(): void

+ ChangeWeapon(int): void

Puc. 3: Cucrema opy:xuit

Nudopmariysa 0 xapakKTepUCTUKAX KaXKJI0TO OTJAEILHOTO BUJIA BOOPYKe-
HUA XpaHUTCA B Kj1acce GunData, KOTOphIil HacseLyercd oT Scriptablelbject,
a UMEHHO Ha3BaHue, yPOoH, TEKyIlee KOJIMYECTBO IIATPOHOB U CKOJILKO I1aTPO-
HOB BMEIIAeT Mara3uH, CKOPOCTb CTPEJILOBI U BpeMs Tepe3apsiIKi, a TaK¥Ke
"npecdabd”’ obbeKTa, TO €CTh I'OTOBBIH 00bEKT, KOTOPBIA MOXKHO IIOMECTUTH
Ha& UT'POBYIO CLICHY.

Knacc WeaponManager, Takyke Hacjemyrommuiicsa or ScriptableObject
¥ YIPaBJLIONNN nHPOpMAIeil 000 BceX OPYyKUdAX Ha UT'POKE, ONEPUPYET
kjaccamMu Gunltem, cojiepkKaluMyu XapakKTEPUCTUKU, & TaKxke uH(opMa-
IIAI0, MEHSIOITYIOCs BO BpeMs UTPOBOTO Tporiecca. YToObl 3HATD, TJIe CIaB-
HUATH MOJIE/Tb OPY2KUS, UCIIOJIB3YETCA CChLIKA Ha JIOUEPHUI MyCTON 00BHEKT
WeaponHolder. [IpopucoBka opyKkuit mporcxoauT B Kjiacce WeaponController,

HacJIeayomuMca oT MonoBehaviour u Haxoadmumcst Ha urpoke. OH, B CBOIO

11



oYepeb, TOJIydaeT KOMaH bl CTPETHOBI Nn Iepe3apaakn n3 InputController
U VICIIOJIb3yeT CKPUIITHI, HaBEIlICHHbIC Ha OPYKUA U peain3yrole NHTep-
deiic IWeapon, MO3BOILIONINN CTPEJIATh U Tlepe3apszkaTbed. Jia cMeHbl
OpyzKud ucrnojb3dyercd Meron ChangeWeapon, NpuHUMAIOIIUI €ro HOMEP.
OH MeHsieT TEeKYIIUil UH/IEKC B MEHE/PKepe U MHCTAHIIUPYET Y UTCPOKA HEOO-
XOAUMOE OpYyZKUeE.

g orobpaxkeHusT MATPOHOB, 3aJEPKKU MEYKJIy BBICTPEJaMU W Iepe-
3apsiJIKU UCIOJIb30BaJICs eMeHT xoJicT (Canvas), MO3BOJISIONUil HacTpa-
UBaTh U OTPUCOBLIBATDH ITOJIb30BATE/ILCKUN mHTEp(deiic. /Imsa sToro ObLm

CO3/IaHbI CJIEAYIONINE SJIEMEHTHI.

e AmmoUI. On orobpakaeT TeKyIee U MaKCUMAJIbHOE KOJUIECTBO
maTpoHoB. /1 aToro 6bLIn ncnoab3oBanbl 3 KommoHenTa Game Event
Listener, caymatomue coobiTusa OnAmmoChanged, OnReloadFinished
n OnWeaponChanged. IlepBble 1Ba BBI3BIBAIOT METOJ, OOHOBJISIONIUA
TEKCT, KOTOPBI OTOOpazKaeT TeKyIlee KOJMYEeCTBO ITATPOHOB B Ma-
ra3mHe, TPETUM — METOJ, OOHOBJIAIOIINN TEKCT WU C TEKYIIUM, U C
MaKCUMAaJIbHBIM KOJIMYECTBO MATPOHOB, HO YK€ Ha JIPYTOM OPYKHU.
B camom 00bekTe Takke cojep:KuTca ccblika Ha Weapon Manager,
MTO3BOJIAIONIAA CPa3y MOJYYaTh HYXKHYIO WHPOPMAIUIO TPU aKTUBa-

I[N COOBITHUIA.

e FireDelayUl. Oun akTuBeH TOJILKO IIPU B3SITUN UIPOKOM HEABTOMAa-
TUYECKUX OPY KU, CIYIIAIONUN Te Ke coObiTus. s wmHmukanmn
OCTaBITeNCA 3aJepKKHU ObLJT MCHOJb30BaH KoMmIoHeHT Slider. Ilpm
BBICTPEJIE OH ODHYJISETCS M C MOMOIBI0 KOPyTUHBI FillBarByTime

3allOJIHAETCA 3a HeO6XO,ZLI/IMOG BpeM.

e ReloadUl. On mnosiBigerca nmpu nepesapsiike U BA3yaJbHO O0TOOpa-
JKaIOIU# OCTaBIeeCs BpeMs 0 ee OKOHYaHUs ITPU MTOMOIIH CJIaiigepa.
Omn ciaymaetr coobiTus OnReloadStarted u OnChangeWeapon. IlepBbrit
BbI3bIBaeT KopyTuHy FillReloadBar, KoTopad 3alloJHdeT UHANKATOPD
repe3apsIKi JI0 MaKCUMaJIbHOI'O 3HAYEeHUs, TTOKa OPYy:Kue Iepe3apsi-
JKaeTcs, a BTOPO# yCTaHAB/IMBAET 3HAYEHNE NHINKATOPA PABHBIM €11~

HUIIE.
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1 HEpepBbIBHON CTPeTbObI MCIOB3YIOTCS KOPYTUHBI: TIPU yAEPIKU-
BaHUU KHOIIKU BBICTPEJIa 3aIlyCKaeTCd KOPYTUHA, KOTOpad BbI3bIBACT METO/,
gunData.fireRate pa3 B cekyHay. g 3a1epKKN UCTIONB3yeTCI MHCTPYK-
g yield return fireDelay, rje fireDelay — K3IIUPOBAHHBIN OOBEKT
tura WaitForSeconds. [Ipu oTmyckannm KHONKY 3Ta KOPYTHHA OCTAHABJI-
BaeTCd.

i omMHOYHOI CTPeTbObI TAKYKE MCIIOIb3YeTCsd KOPYTHHA, HO OHA yCTa-
HaBJIMBaeT OysieBoe 3Hadenue HasShot B 0ObekTe Gunltem, COOTBETCTBYIO-
IIeM TEeKYIIeMy OPY2KUIO, B true, U Tak »Ke BBI3BIBACT OXKUJIAHUE IIPU I10-
momu yield return fireDelay, mocse KOTOPOro 3TO 3HAYECHUE IIEPEXOAUT

obpatHo B false. IIpu cMeHe OpyzKHUsi 9TO COCTOSTHUE COXPAHSAETCS.

3.3. Cucrema nHBeHTapHd

Nudopmarius 06 OTIEJILHOM IIpeJMeTe: Ha3BaHUE, CIPANT, MOXKET JIn
[IepCOHAaXK B34Th IpPeIMeT B PYKU U MAKCUMAaJbHOE YHUCJIO ITOTO IIped-
MeTa — COIepXKUTCA B KJjacce InventoryltemData, nHac/enyromeMca OT
ScriptableObject.

3a caM MHBEHTapb OTBeYaeT KJiacc InventoryManager, Takke HaCJIeTy-
fouiicsa ot Hero. OH onlepupyeT cepuaan3dyeMbIMu Kjaaccamu InventoryIltem,
KOTOPBIE Cco/epzKaT WHMOPMAIINIO O TIpeJiMeTe, a TaKyKe ero KOJIMIECTBO B
WHBEHTape. BHyTpH MeHe zKep COJEPKUT CITUCOK BCEX MPEIMETOB, & TAKKe
CJIOBaPh JIjIsi OBICTPOTO JIOCTYIIA, TJIe KJII0Y — 3TO HHMOPMAIIAS O IIPEJIMETE,
a 3Ha4YEeHUE — CaM MIpeaMeT.

g Toro, 9ToOBI 1O/I00PATH IPEIMET € 3eMJIU, Ha HETO HABEITUBAETCS
KOMITOHeHT InventoryPickup, peammzytormuii maHTepdeiic IInteractable
¢ omauM MeToqoM — Interact. OH comep:KuT B cebe CChLIKY Ha MEHEIKEP
MHBEHTap U Ha CKPUNT ¢ nHOpMalmeir 06 oobekre. I1pu B3anmoeiicTBuu
C HUM IIPOBEPLAETC, HE COIACPXKUTCA JIM B UHBEHTAPE 110 CChLIIKE MaKCUMYM
IpeJIMETOB, €CJIU HET, TO OH J00ABJIAETCA B MHBEHTAPD U YIAJAETCA CO CIie-
HbI. B MHOM cJiyyae HUYero He MPOUCXOIUT.

Nurepdeiic mABEHTaps BBHITIOJHEH MTPU MTOMOINKM 00beKTa Inventory Ha

TOM 2Ke XO0JICTe, 9YTO U uHTepdelic 1id opyxkusd. Ha Hem ectb ckpunt InventoryUl,
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OTBETCTBEHHBIN 3a ero orobpazkenne. B KkauecTBe 0TOOpaXKeHUsI IIPEIMETOB
ucnojb3yercd npedad ItemSlot, MoKa3bIBAIOMIMIT CIIPANT IpeaMera, ero
Ha3BaHUE U KOJUYECTBO. BHYTpPM HETO COJMEPXKUTCA TAKYKe CChLIKA Ha 00b-
ekT InventoryItemData, oTky/a u 6eperca nudopmarus. Fcan na mpeamve-
Te cTOuT pJrazkoK canHandle, TO Ipy HAXKATUU HA HETO TIPEJIMET BO3bMETCS
B PYKH M €ro MOXKHO OyJIeT MCHOJIb30BaTh. B JaHHBI MOMEHT 3TO CJejia-
HO IIpU IOMOIIHU Ilepenadn B WeaponManager Ha3BaHUdA IIPeIMeTa U CMEHBI
TEKYIIEro MHEKCA OPY2KHUs Ha HEOOXOUMBIIA.

ApxurekTypa cucTeMbl MHBEHTAPs MIPEJICTaB/IeHa Ha PUCYHKe 4.

<<interface>>
\L linteractable

ScriptableObject
InventoryManager

Interact(): void

ScriptableObject
InventoryltemData

- items: List<Inventoryltem> !

+ displayName: string
=+ itemSprite: Sprite
+ canHandle: bool

- onlnventoryChanged: UnityEvent

MonoBehaviour
InventoryPickup

- onltemChosen: UnityEvent ﬁ
+ Add(InventoryltemData): void
+ Remove(InventoryltemData): void
+ GetStackSize(InventoryltemData): int

+ s
maxAmount: int - manager: InventoryManager

- data: InventoryltemData

+ Interact(): void

MonoBehaviour
ItemSlotUl

‘ Inventoryltem

MonoBehaviour
InventoryUl

+ data: InventoryltemData <—

+ stackSize: int - itemSprite: Image

- label: TextMeshProUGUI
- stackBox: GameObject
- stackNumber: TextMeshProUGUI

- manager: InventoryManager
- itemSlotPrefab: GameObject

+ Handlelnventory(): void
+ UpdatelnventoryUl(): void

- data: InventoryltemData

+ Set(Inventoryltem): void
+ OnClick(): void

Puc. 4. Cucrema nHBEHTAPS

JouepanM 06 bEKTOM HHBEHTAP sBJIsieTcd BigInventory, KOTOPBIit cTa-
HOBUTCA aKTUBHBIM IT0C/Ie HaxkaTus Ha KHONKY TAB u mokaswpBaeT Ha XOJI-
CTe COAEPzKUMOE NHBEHTAPSI, IIPU 9TOM UI'POK JIUIIACTCA BO3MOXKHOCTHU CTPE-
JIATH WJIN TlepeaBUraThcd. [Ipu MOBTOpHOM HaXKaTuUU Ha Hee, JUOO TPU Ha-
JKaTUU MBIIIBIO 110 KHOIIKE B YIVIy MHBEHTap:dA, OH 3aKPBbIBACTCd, U UI'DPOK

CHOBa MOXKET BBIIIOJIHATH 9TU ﬂeﬁCTBI/IH.
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3.4. Cucrema coxpaHeHUs

ApxuTekTypa CHCTeMbI COXPAHEHUSI U 3arPy3KNA UT'POBBIX JAHHBIX TIPE]I-

CcTaBJIeHa Ha PUCYHKE ).

MonoBehaviour
PauseMenuUl

)

ScriptableObject GameDataManager
BaseDataManager<TData, TManager> + NewGame(): void GameData

‘ FileDataHandler | MonoBehaviour
MainMenu

+ Load<TData>(string): TData
+ Save<TData>(TData, string): void

- dataManagers: List<TManager>
- data: TData

- onSave<TData>: UnityEvent
OptionsDataManager

- onLoad<TData>: UnityEvent -
+ mouseSensitivity: float ;

+ Save(): void
+ Load(): void

!

ScriptableObject MonoBehaviour
DataManager<TData> .
OptionsMenu

+ SaveData(TData data): void ’

+ LoadData(TData data): void

A
[ I 1

{InventoryManager] [WeaponManager] [ MusicManager J

Puc. 5: Cucrema coxpaneHust

s ynpaByieHus COXpaHsieMbIMHU JAHHBIMU OBLI CO3/1aH abCTPaKTHBIN
KJacc BaseDataManager, or koroporo Hacaenyiorcda OptionsDataManager,
OTBEYAIOUI 3a HacTpOWKu urpel, u GameDataManager, orBevaromuii 3a
MHPOPMAITNIO 00 UTPOBOM IIPOT'PECCE U UTPOKE.

Urposble nanable XpaHdaTcd B cepuajn3yeMoM KJjacce GameData, KOTO-
pblii yrpasisercs depe3 GameDataManager. O xpaHuT B cebe CIIUCOK U3
TeX KJIaCCOB, KOTOPBIE YIIPaBJIAIOT JaHHLIMU, TO €CTb InventoryManager u
WeaponManager, KOTOpbIe HACTIEIYIOTCA OT aOCTPAKTHOTO Kacca DataManager
¢ TunioM GameData. IIpm coxpaHeHWM y HUX BBI3BIBAIOTCA METOIbI, COXpPa-
Hsmomme nadopmannio B GameData n B (daitn dopmara JSON mpu momo-
I cTaTUuYIecKoro KJjacca FileDataHandler. Ilpu 3arpyske sta uHdopma-
1A OTTYJA BBIIPY2KaeTCsd. dTOOBI COXPAHUTH CHEIUMUIHYIO JIJIsT UTPOBOT'O

poriecca HPOPMAITUIO, BhI3bIBAIOTCA coObITUA OnSaveGame u OnLoadGame
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¢ TunoM GameData, YbUMU CJYHIATESIAMU ABISIOTCA KOMIIOHEHTBI, WH(OP-
Mallis 0 KOTOPBIX JIOJI?)KHA ObITH COXPaHEHa WJIKM 3arpyzkeHa. B caMux Kowm-
IIOHEHTAaX BBI3bIBAIOTCA MeTOo/ibl OnSave nan OnLoad, mosy4aromnme B Kade-
CTBe MapaMeTpa CCBhLIKY Ha 00beKT Tuna GameData m mosrydaronme JOCTyIl
K HEOOXO/TUMBIM TIapaMeTpPaM.

Jlanubie HAcTpoeK xpaHATcd B (paiiie OptionsData, ympaBiigeMOM IIpu
nomornu OptionsDataManager. On Tak:Ke XpaHHUT B cebe CITMCOK KJIACCOB,
YIIPaBJIAIOIINX HEN3MEHAEMbIMU JAHHBIMU, B JaHHOM ciiy4ae — MusicManager,
HaCJIeTYIOIErocs OT a0CTPaKTHOTO Kytacca DataManager ¢ Tuniom OptionsData.
On pabotaeT 1Mo TOMY 2Ke TpuHIuUIy. s coxpaHeHus 1yBCTBUTEIbHOCTH
MBIIITN UCTOIB3YIOTCH coObIThs OnSaveOptions m OnLoadOptions ¢ Tumom
OptionsData, ciymaresaeM ABJIAETCA UI'POBOM EPCOHAXK, KOTOPBIN BbI3bI-
BaeT MerTo[ Save mym Load y KoMmmoHeHTa PlayerLook, orsedaroiiero 3a
1moBOpOT Kamepbl. CaMu HACTPOUKHU MOYKHO IIOMEHSITh B TJIABHOM MEHIO.

[Tonb30BaTE b MOXKET COXPAHUTHCS B CIEIUAJTHLHOM MEHIO Tay3bl, TPU
OTKPBITUN KOTOPOI'O MI'POBOE BpeMsi M BCs (DU3UKa BHYTPU UT'PhI OCTAHAB-
JIMBAIOTCSI. DTO CIAEJAHO IIPU ITOMOIIU YCTAHOBKHU TJI00AJIbHOIO ITapamMeTpa

timeScale kJji1acca Time paBHBIM HYJIIO.
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SaKJII0UeHne

B Teuenue ceMecCTpa ObLIII JOCTUT'HYTHI CJICAYIOINE PEIYJIbTAaTbhI:

e [IpoBegen 00630p CyIECTBYIOIINX aHAJOTOB U PYKOBOJICTB IO pa3pa-

6otke urp va Unity

e Pazpaboranbl mnepejiBUKEHUE HI'POKA, CUCTEMA OPYKHUS C TPEMs UX

BUJAMU, HTHBEHTAPD, II0JIb30BATEILCKII UHTEpdEiic

® COS,ZLaHa CHUCTEeMa COXpPaHCHUA UI'POBOI'O IIpOIrpecCa, COCTOAHMA MHUPA

UIPBI U TI0JIb30BATEILCKAX HACTPOEK
B cienyromem cemecTpe miaHupyeTcs
e Co3zmaTh UTPOBOI MUP
e Co31aTh HEMI'POBBIX IEPCOHAKEN
e CozmaTh BHYTPUUIPOBYIO SHIIUKJIONETUIO
e IIpoBectu anpobaiuio cpeau moabL30BaTe e

cxomublil KoJ, MpoeKTa, focTyier Ha cepsuce GitHub?.

*https://github.com/Piletskii-Oleg/UnityGame (mata obpamenus: 15.12.2022)
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